What Level Designers 
Bring to VR ^ 


Lee Perry e,g 


Dorks Entertainment 




About me 

Epic Games, Squaresoft, Ion Storm, BitMonster 
Big Dorks Entertainment! 

Dream Team Partners! 

Level Design, Art, Scripting, Audio, Animation, 
Coding - Unreal, Unity... all the things... 



The controversy 

Practicality 

Costs 

Sensationalism and backlash 
Design limitations 
Looks dorky 
Isolating 


What *1* like about VR 

New creative frontier (not business frontier) 
Natural reactions of players 
Not the same cold war of visual fidelity 
Less crowded business space 
Unknowns... chance to rethink 



R matters to LDs because 

“Meeting your models” 

Valve Room example 
Familiar content is new again 
A more genuine, relatable, impressive form 
The same is true for world geometry! A 





VR matters to LDs because 


Surroundings matter - “Danger rooms” 
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VR matters to LDs because 

• Environmental Emphasis 

• Some genres are a natural fit 

• Less reliance on action dynamics 

• Natural instinct to inspect / observe 

• Chance at broader appeal 
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VR matters to LDs because 




Technical challenges 

• Performance 

• Shifting SDKs 

• Troubleshooting 









VR matters to LDs because 


lOS 


We’re unique! 

• Animation? 

Concept art? 

Physics? 

Shaders? 

Networking? 
Modeling? 

BUT us?... 
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Challenges and limitations 


Movement issues 
Performance 
Kinder, gentler 
Session lengths 
Project scope 
Need new genres 
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It’s... complicated 
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DANGER ROOMS! 

DO WHAT VR DOES WELL! 



Thanks so much! 


Lee Perry 

@MrLeePerry 



